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1. Installing Tux Racer 

1.1 Windows 98/ME/2000/XP 

1. Insert the Tux Racer CD into your CD-ROM drive. 

2. The Tux Racer installation program should start automatically If it does not, 
double-click on the Setup. exe file found on the Tux Racer CD-ROM. 

3. Follow the instructions to complete the installation. Install DirectX 8.1 when 
prompted if it is not already installed on your computer. 

1.2 Linux 

1. Start X-Windows. 

2. Open an xterm window to obtain a shell prompt. 

3. Become root by typing "su" at the shell prompt, followed by the root 
password. Note : this step is optional, but you must be root in order to install 
Tux Racer to a system directory such as /usr/local/qames. 

4. Insert the Tux Racer CD. 

5. Make sure the Tux Racer CD is mounted. Some distributions automatically 
mount CDs, while others require you to manually mount them. Consult 
your distribution’s documentation if you are unsure. (Usually ’’mount 
/mnt/cdrom" or ’’mount /cdrom" will work to manually mount the 
CD.) 

6. At the shell prompt, type: sh /mnt/cdrom/setup . sh 

(Replace /mnt/cdrom with the path to your mounted Tux Racer CD.) 

7. Follow the on-screen instructions. 

2. Starting Tux Racer 

2.1 Windows 98/ME/2000/XP 

To run Tux Racer, click on the Windows Start button, and select “Program Files”, 
then “Sunspire Studios”, and then “Tux Racer.” 

2.2 Linux 

To run Tux Racer, run the tuxracer script in the tuxracer installation directory. 
This can be done by typing / usr/local/games / tuxracer/tuxracer at 
the shell prompt (replace / usr/local/ games/ tuxracer with the Tux Racer 
installation directory if you installed to a non-default locadon). 

If you selected the option of adding a symlink to your ~/bin directory during 
the installation, you can just type tuxracer (assuming ~/bin is in your path). 
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3. The Main Menu 



3.1 Main Menu Options 

1. Clicking on this will take you to 
Cup Selection Menu. 

2. Clicking on this will take you to 
Practice Selection Menu. 

3. Clicking on this will take you to 
Course Selection Menu. 

4. Clicking on this will show you a list of High Scores. 

5. Clicking on this will allow you to configure Tux Racer. 

6. Clicking on this will show you the Credits. 

7. Clicking on this will exit Tux Racer. 

4. Controls 

In Tux Racer, you can control your player using the keyboard or joystick. All 
keyboard and joystick controls can be customized via the Configure Menu. (Note 
that to use a joystick, you must first setup the joystick controls since there are no 
defaults.) The default keyboard controls are described below. 

4.1 Turning 

Use the Left Arrow and Right Arrow keys to turn. 


the Player Selecdon Menu followed bv the 

J J 

the Player Selection Menu followed by the 

J J 

the Player Selection Menu followed bv a 

J J 
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4.2 Paddling/Flapping 

Use the Up Arrow key to paddle when on the ground and to “flap” when in the 
air. This will help you gain speed, especially at the start of the race. Once your 
speed is in the yellow or red area of the speedometer, paddling will no longer 
increase your speed, but will instead slow you down! 

When you become airborne, flapping will help you stay in the air longer. Turn 
while flapping to adjust your direction while in the air. 

4.3 Braking 

To brake, push the Down Arrow key. To do a hard turn, turn and brake at the 
same time. This will make you turn more sharply, but will also slow you down. 

4.4 Jumping 

Use the Space Bar to jump. You must first press and hold the jump button to 
charge energy. This will cause the energy meter level to increase. The more energy 
you have, the bigger the jump. Releasing the jump button will use the charged 
energy to make your player jump. 

4.5 Tricks 

Players can perform tricks while airborne to receive extra points. To perform a 
trick, hold down one of the turning keys, the padcile key, or the brake key (if 
using the joystick, push the stick up, down, left, or right), and press the trick 
button (the Left Shift key) to perform the trick. Maximize your trick points by 
performing as many different tricks as possible before landing. 

4.6 Reset 

The Tab key is used to reset Tux’s position. It you get stuck during a race, press 
this key. 

4.7 Esc 

Pressing the Esc key while racing will bring up a configuration menu from which 
you can change your settings, or end the race by pressing the Q key. 

4.8 Power ups 

Some courses contain special power ups that can help you during a race. 

4.8.1 Speed Pad 

The Speed Pad gives the player a sudden increase 

4.8.2 Jump Pad 

The Jump Pad will launch the racer into the air. 
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5. Racing Screen 



There are a number of displays visible while racing. This section describes what 
each of these are. 

1. The speedometer shows how fast you are going. 

2. The energy meter shows how much energy you have charged. 

3. The elapsed time is shown here. 

4. The herring count shows how many herring you have collected so far in the 
race. 

5. The name of the player is shown here. 
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6. Select Player 

Both Cup and Practice racing require you to select a player. Below is a description 
of this screen. 



1. Select from a list of previously created players. If this is the first time 
running Tux Racer, or if you wish to create a new player, click on the Create 
New Player button. Players can also be deleted by clicking the Delete Player 
button. 

2. You can choose between three difficulty levels: easy, normal and difficult. 

3. Select from a list of four characters: 


v 


Tux 


Boris 


Samuel 


Neva 




4. A preview of the selected character is shown here. 

5. Click to go back to the previous screen. 

6. Click to proceed to the next screen. 
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7. Cup Racing 

7.1 Cup Selection Menu 

The races in each event are grouped into cups. Each cup consists of a series of 
races that you must complete, in sequence, before you may advance to the next 
cup. You are given four lives to complete each cup and lose one for each time you 
fail to win a race. Once you run out of lives, you must restart the cup from the 
beginning. 

In the Cup Racing Menu you can select the event and cup in which you will 
compete. 



1. The name of the currently selected event. In “Solo Challenge,” you must 
finish the race within a certain time and collect a certain amount of herring 
to continue. In “Race vs Opponents,” you must finish the race faster than 
the computer opponent in order to advance. 

2. The name of the cup in the currendy selected event. 

3. This message informs you whether or not you are eligible to play this cup. 

4. Click to go back to the previous menu. 

5. Click to go to the Cup Race Selecdon Menu. 
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7.2 Cup Race Selection Menu 

When competing in a cup that you have not yet completed, this menu guides you 
through the races in the cup. You must complete the races in order. For example, 
you must win the first race in a cup before you can enter the second race. You are 
given four lives in which to complete all of the races in a cup. If you run out of 
lives, you will have to reenter the cup and start over from the first race. 

This section describes the Cup Race Selection Menu. 



1. The name of the currentlv selected course. 

J 

2. The required criteria for completing the race in the Solo Challenge event. 

You must beat each of the 3 possible criteria in order to move onto the next 
course in the cup. (In the Race vs Opponents event, you must come first in 
the race.) 

3. A description of the course. 

4. Number of lives remaining. Once you have no remaining lives you must 
retry this cup from the beginning. 

5. A preview of the course. 

6. Click to go back to the Cup Selection Menu . 

7. Click to start the race. 

Once you have completed a cup, this menu can be used to replay any of the races 

in a cup so that you can improve your score. 
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8. Practice Racing 

Tux Racer has a Practice mode in which you can hone your racing skills. In 
Practice mode you can play any course that has been unlocked as often as you 
like. You can also customize the race options for a different challenge. 

8.1 Practice Menu 

The Practice Menu lets you choose a course on which to race, and allows you to 
customize the race options. 



1. The name of the currently selected course. 

J 

2. The best score achieved on this course. If this area is blank it means you 
have not tried the course yet. 

3. A description of the course. 

4. Options for the race. See Race Options below 

5. A preview of the course. 

6. Click to go back to the Main Menu. 

7. Click to start the race. 

8.2 Race Options 

Several racing options can be modified using the Practice Menu, as described 
below 
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8.2.1 Lighting Conditions 

Clicking on this button will change the lighting conditions for the race. The options 
are Sunny, Overcast, and Evening. 

8.2.2 Wind 

Clicking on the Wind button will toggle wind on or off. If wind is turned on, wind 
gusts will buffet your player. 

8.2.3 Snow 

Adds falling snow to the course, making things more difficult to see. 

8.3 Scoring 

Points are awarded based on your time, the number of herring collected, and any 
trick bonuses you have accumulated. One herring is worth 200 points. Improving 
your time by one second will improve your score by 100 points. 

9. Head to Head Play 

Head to head play allows you to race against another player using a split-screen 
view. 

Start by selecting Players 1 and 2 using the player selection screens. Make sure 
that you know which keys have been assigned to each player; this can be checked 
using the Configure screen. Also note that if a player is using a joystick, the 
keyboard controls for that player will be disabled in head to head play. 
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After players have been selected, you will see a race selection screen similar to the 
one used in Practice mode. Choose your race options and start the race. 


In head to head play, the races that are available are the same as those that are 
available to Player 1 in Practice mode. 

While racing, Player 1 uses the top half of the screen and Player 2 uses the 
bottom half. The winner of the race is the player that reaches the hnish line first. 


10. High Scores 

10.1 High Scores 

The High Scores screen displays the top ten high scores for each race. 



1. The name of the course. 

2. The best scores in a particular race. 

3. Go back to the Main Menu. 









1. Click to change graphical settings such as reflections and shadows. 

2. Click to change the resolution. 

3. Click to change audio setdngs. 

4. Click to change the keyboard controls. 

5. Click to change joystick settings. 

6. Click to return to the previous screen. 






11.1.1 Graphics 



1. Turns on/off fog. 

2. Turns on/off background snow in the menus. 

3. Turns on/off reflections. 

4. and 5. Turns on/off shadows. 

6. Turns on/off terrain transition textures. 

7. Turns on/off bump mapping. 

8. Adjusts the level of detail. Left reduces detail, right increases detail. 

9. Click to accept changes. 

11.1.2 Video 



1. Choose from preset screen resolutions. 

2. Choose the bits per pixel. 

3. When enabled, the Tux Racer window will fill the screen. 

4. Click to accept changes. 
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11.1.3 Audio 



1. Turns on/off sound effects. 

2. Turns on/off in-game music. 

3. When sound is enabled, you can use this slider to adjust the volume. 

4. When music is enabled, you can use this slider to adjust the volume. 

5. Click to accept changes. 

11.1.4 Controls 



1. Used to configure the keyboard controls. In single-player mode, both sets of 
keys can be used to control the player. In head to head mode, the first 
column controls Plaver 1 while the second column controls Player 2. How- 

J J 

ever, if a player is using a joystick in head to head mode, then the keyboard 
controls for that player will be disabled. 

2. Click to accept changes. 



























11.1.5Joystick 



1. Column 1 assigns joystick 1 to a player, and column 2 assigns joystick 2 to a 
player. To disable a joystick, select ” in this box. 

2. to 8. Lets you assign joystick buttons to the corresponding task. You can 

either click on a box and then use the joysdck to assign the button, or you 
can type in the button number. 

9. Click to accept changes. 

12. Support 

If you are experiencing problems with Tux Racer, please visit the Tux Racer web 
site at http://www.tuxracer.com and follow the Support link. 
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